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WARNIN » READ BEFORE USING YOUR PLAYSTATION®2 
» COMPUTER ENTERTAINMENT SYSTEM. 


A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns or 
backgrounds on a television screen or while playing video games, including games 
played on the PlayStation 2 console, may induce an epileptic seizure in these individ- 
uals. Certain conditions may induce previously undetected epileptic symptoms even in 
persons who have no history of prior seizures or epilepsy. If you, or anyone in your 
family, has an epileptic condition, consult your physician prior to playing. If you expe- 
rience any of the following symptoms while playing a video game — dizziness, altered 
vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary 
movement, or convulsions — IMMEDIATELY discontinue use and consult your physician 
before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 console to a projection TV without first consulting 
the user manual for your projection TV, unless it is of the LCD type. Otherwise, it may 
permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer Entertainment 
America may damage your console and/or invalidate your warranty. Only official or 
licensed peripherals should be used in the controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

= This disc is intended for use only with PlayStation 2 consoles with the NTSC U/C 
designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 

Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and keep it in its 
protective case when not in use. Clean the disc with a lint-free, soft, dry cloth, wip- 
ing in straight lines from center to outer edge. Never use solvents or abrasive 
cleaners. 


NFL GameDay™ 2004 Tips & Hints 


® Consumer Service/Technical Support Line 1-800-345-7669 


Call this number for technical support, installation or general questions regarding PlayStation®2 
and its peripherals. Representatives are available Monday - Saturday 6AM-8PM and Sunday 7AM- 
6:30PM Pacific Standard Time. 


@ Game Hint Guide Information 
PlayStation Underground Game Guides 
For free hints and tips visit us at www.us.playstation.com. 


Sign up and become a member of the PlayStation Underground and access free hints, tips, and 
cool moves for games produced by Sony Computer Entertainment America. 


No hints will be given on our Consumer Service/Technical Support Line. 
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GETTING STARTED 


MEMORY CARD slot 2 
MEMORY CARD slot 1 
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RESET button 


(OPEN) button 


USB connector 
$400 i.LINK connector 
controller port 1 
controller port 2 


Set up your PlayStation®2 computer enter- 
tainment system according to the instructions 
in its Instruction Manual. Make sure the 
MAIN POWER switch (located on the back of 
the console) is turned on. Press the RESET 
button. When the power indicator lights up, 
press the open button and the disc tray will 
open. Place the NFL GameDay™ 2004 disc 


= Saving Data 


You must insert your MEMORY CARD 
(8MB) (for PlayStation 2) before you save or 
load a file. NFL GameDay 2004 saves user- 
defined options and all data for seasons, 
tournaments, and roster data files. 264KB of 
memory must be available on your 
MEMORY CARD (8MB) (for PlayStation 2) in 
order to save game data, 242KB-358KB of 
memory is needed for General Manager 
data, and 115KB of memory is needed to 
save game play options, audio/video options, 
controller configurations, user records, 
online settings, etc. 

If you do not use a MEMORY CARD 
(8MB) (for PlayStation 2), all NFL GameDay 
2004 data will be lost when you turn OFF 
your PlayStation 2 console. 


on the disc tray with the label side facing up. 
Press the open button again and the disc tray 
will close. Attach game controllers and other 
peripherals, as appropriate. Follow on-screen 
instructions and refer to this manual for 
information on using the software. 


MEMORY CARD (8MB)(for 
PlayStation 2) 


The MEMORY CARD (8MB) (for 
PlayStation 2) is used to save and load files. 
Any file saved to the MEMORY CARD 
(8MB) (for PlayStation 2), can be renamed or 
deleted at any time after the initial save. 


“Using the Load option, you can 
load saved NCAA® GameBreaker® 
2004 seniors into GameDay’s 
college draft.” 


Before starting an NFL GameDay 2004 game, 
you have the option to load a saved file from a 
MEMORY CARD (8MB) (for PlayStation 2). 
Any previously saved file such as seasons, ros- 
ters, and online settings can be loaded. 
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GETTING STARTED 


@ DUALSHOCK°2 ANALOG CONTROLLER 


L2 button 
L1 button i ae Dy i 


[ SONY A 
directional —~—+> on co © 
buttons | (=3 X) 
é LA button 
left analog stick © button 
(L3 button when pushed down) 
SELECT button % button 
ANALOG mode switch C1 button 
START button ————____ 


right analog stick 
(R3 button when pushed down) 


R2 button 
eee R1 button 


=~ = Loading a File 
GameDAr) 


SAVE 


= Select Game Data or User Profile from the 
load menu, then press &. 


nwory CARD 

= Press & / $ to select a file to load, then 

{ENTRY sant mai ei press @. 

= Press = / = to select YES, then press &% 
to confirm the load. Press @ to cancel. 


= Deleting a File 


= Saving a File 


= Press  / $ to select the MEMORY CARD = Press T / ¥ to select the delete option, 


(8MB) (for PlayStation 2) option, then then press @. 
press = / = to select slot 1 or slot 2. = Press F / $ to select a file to delete, 
then press ©. 


= Select Game Data or User Profile from the 
save menu, then press @. = Press = / = to select YES, then press & 


4 i : to confirm the delete. Press @ to cancel. 
= Enter a file name using the virtual key- ® 


board, then press @ to save the file. 


an 
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GAME CONTROLS 


Left Analog Stick 
Use the Left Analog Stick to control any aspect of the game where you would use = /=>/ #/ §. 


Pre-Snap & Post Play Offense 


Canteen oem .....-Hike ball 

© ison RS ees .Call audible 

AOL cete’ ator epermnene es eestars Reset audible to original play 

Oinen sieve De lecacete apetrovente .. Fake hut 

CFR nee peace foo ote Hot routes (see page 11) 

aval o a/ah oat avaYe) eteteietateta tere ear Max protect / Super max protect 

ove RHE OOD ture Pre-read receivers 

+ QPeikitacomenetaie a Pre-read receiver routes 

WIND. bisteaige ctiereotiriatanncte ss Total Control Passing 

7 Hi Grecicrcn Keramheteeitere ok a Activate Motion mode (Right Analog Stick 


Up/Down cycles through receivers, then 
press /= > to send receiver in motion) 
. ‘No-huddle offense (post play only) 


Game Time Tips Provide Upper Hand 


Knowing the game tips gives you the game time advantage 
= Calling Plays a Ez |raren vs) [RF |e rears 


Before learning how to make plays, you 
need to first know how to call a play and read 
the information on the Play Calling screen. 
The Play Calling screen (on the right) shows 
all the details pertinent to play calling. It's 
important that you know what down it is, 
where the first down marker is located, and 
how much time is on the play clock. 

To call a play, press  / = to cycle 
through the available formations. You can 


also vary your formation look by pressing ¥ 
/ ¥. To bring up the play selections for a for- 


mation, press @&. If you change your mind 
and want to choose a different formation, 
press ¥ or ® from the play selections 
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NFL GAMEDAY™ 2004 


© occ eeeeeeeeeeeeesssssNO-huddle and then spike ball (post play) 

L3+R3 ...........++.+... Quick timeout 

RB .... eee ee eeeeeeess -OWitch players 

Pideteeiprayeistarivoares sa: 6,5 etabaceieye Activate Voice Chat / Voice Recognition 
Commands 


Offense 


Right Analog Stick .........Camera pivot around ball carrier 
e=/9>/4/ 4 ..........., Ball carrier movement 

cece e ee eeeeeeeeese ss Opeed burst 

@ voce ceeceeeeeeeeeeeess Dive / Dive catch 

© .ceeeeeeeeeeeeeeeesss opin Or Switch receiver (while ball is in the air) 


de aiwiein hVeempe eles apeineca OU rm 

GEM ww eee eee ee eee ee ke right 
LB... eee ee ee eeeeeeeessss sonoulder charge 
RS: viste nxes biett- ajeheminieeete .... .otutter step 


shown on the screen. Once the formation is 
set, select the play by pressing = / = to 
cycle through the available plays, then press 
@, ©, or © to choose a play. 

If you want to make play calling easier, 
press to filter your plays. Instead of try- 
ing to determine the right formation and play, 
press to choose from a set of play cate- 
gories that will incorporate all formations. 
These categories include Situational, Short 
Pass, Long Pass, Rush, and Short Yardage 
plays. If your opponent, for instance, uses the 
West Coast Offense, you should select Short 
Passing Defense. This will provide you with all 
of the defense’s short passing coverages in the 
playbook. You can also add a wrinkle to any 
play selection by pressing GEN to run a 
selected play as a mirror image. 

While calling plays, be sure to keep track 


of the game clock because you only have 40 
seconds between downs. You must call a play 
and your quarterback must snap the ball 
before time runs out or you'll be penalized 
for a delay of game. 


Control your kicks 


The kicking game can make or break a 
game’s outcome. With a good kicking team, 
you can control field position with punts and 
score game-changing points with fields goals. 
Master the kicking and return controls to 
have a much better chance at making big 
plays on kicks. 

To kick the ball, press #/=>/#&/$% 
to dictate where you want your kicker’s foot 
to make contact with the ball. Where you 
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GAME CONTROLS 


Quarterback Control/Total Control Passing™ 


SLING coc ccc cc cce eee QB movement 

@ + WEB Hi itiacecnee es Spike ball 

@ is. due etoe eae Pump fake 

CAS 2 a Throw ball away 

@ + MEM nee eees Kneel / Slide 

Rosie \scfactensterecettiaieteteryerercrstets Toggle to scramble mode 

8/@/O/ /WEB..... eee Pass to a receiver (Press hard for bullet pass, 


medium for normal throw, and tap for lob pass) 
@/@/@©/m58 / G8 + </> Lead receiver 
@/8@/O/ /Gxm + t/$ Overthrow / Underthrow receiver 


Pre-Snap Defense 


Oo recaials seraie tbe etatenieee pera nierece Cycle through defensive players (backward) 
Sarr. 8 asker Rleeteeamrae eae Call audible 

Cs 2 nn Reset audible to original play 

@ . wwosndcawnieaeumbrte ieee Cycle through defensive players (forward) 
A Te hn aie ee Change Coverage (Cover 1, 2, 3, 4) 

ei otaluhafa outed tutes tabnrstereinttetits Pre-read defensive matchups 


| green region of the meter for maximum power. 
= On-Field Catching Icons 


On pass plays, icons will appear on field. 
The Green icon is where receivers/defenders 
may press @ to jump catch the ball. The Pink 
icon is where receivers/defenders may dive to 
catch the ball. Red Icon in the middle is 
where you catch the ball on the run. 


place the cursor will determine the direction 
and height of your kick. Use the Left Analog = The Two-Minute Drill 
Stick to have more stationary control over the 


kicking cursor. Every team needs to master the two- 
Press @ to start the kick power meter. On minute drill as a way to move the ball down- 
the way down, try and stop the gauge within the field quickly. Mostly used to score quick 
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GAME CONTROLS 


ARE L2 | 


seseeeeeeeeeeees es sPre-read defensive coverages 
+++... .PUMp Up Crowd 


tESPIRID wcccceee Defensive linemen shift controls (see page 12) 
POMEM Pith irkes celacie ns Reset linemen shift 
hi oe a Linebacker shift controls (see page 12) 


= + © 


. Reset linebacker shift 
seeeeeeeeeeeeeesss Linebacker jump start (snap predict) 


LORS concicaewsatteen sah ene Quick timeout 

Defense 

e// TY «1... Move defender 

Oeleiocans seeueeeeeeeees ss opeed burst 

eee sities cufhiiete get encs a GCKIC 

© wocccccceccceeseeeeeeess Witch to nearest defender 

Qari a tuner eee ........Jump / to intercept / Deflect / Shed Block 


MEM... van eee weeeee ss otrip ball 
. . Fight through block 
seeeeeeaeeeeeesss sOWitch to deepest defender 


++ + ......aeee 
Re ccarcttee 


points when time is running out at the end of 
a half, it’s very effective when an offense has 


been stifled and needs to get something going. 


The two-minute drill is a way to break out of 
a slump and get the ball moving downfield 
again. 


“If you need a quick score and time 
is running out, use the no-huddle 
offense in the two-minute drill to 

move down the field.” 


What makes the two-minute drill tick is 
using the no-huddle offense. The no-huddle 
offense hurries your players back to the line 
of scrimmage, and gets your team set up to 


run the same play, with minimal time off the 
clock. The no-huddle can force the defense 
into chaotic situations by catching them 
unprepared. They'll be forced to either run 
the same defensive play or call an audible at 
the line of scrimmage. To activate the no-hud- 
dle, press and hold @ after the whistle is 
blown. 


Passing Icons 


Passing icons are controller button sym- 
bols that correspond to each of your 
receivers. They enable you to make quick 
decisions on the field by creating a more visi- 
ble target for your quarterback. When the ball 
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GAME CONTROLS 


Kicking Game 


0 hn de ee Sr Determine where kicker’s foot makes contact 
with ball (before kick) 

© ccs pee ee aeeere Start kick power meter (press € again to kick 
for maximum power) 

@ wise tidastiue eee Call audible 

$1@: eis een walerafelatieiva Resets audible to original play 

@ 2. aaah Gecienesiaenes Fair catch (while ball is in air) 


Voice Recognition (VR) will only work in One Player gameplay modes. It will work only for the user 
with a controller plugged into Controller Port 1. It is always activated and does not need to be 
turned on. To use it, press and hold §G¥M, while saying the exact command. When you press and 
hold SEB, a yellow VR icon will appear at the top right of the screen. It will remain there until you 
release it. When the computer accepts a command, the VR icon will flash green as it fades away. If 
the computer does not understand the command, the VR icon will flash red as it fades away. 


Headset Voice Recognition Commands 
Peoria nuicike ce ao noe Activate Voice Recognition Commands 


Pre-Snap Offensive Commands 
“Total Control” ............ Activate Total Control Passing 


is snapped and your quarterback drops back 
to throw, button symbols will appear above 
each of your receivers. You'll be able to 
locate your receivers quicker and see who's 
open or breaking away from the defensive 
coverage. This allows you to progress through 
your quarterback reads at a quicker pace. 


Coldwell 


“If your first read is covered, 
check your second, third, and 
fourth for an open receiver.” 


icons, press @ to see the receiver routes or 


Before the play starts, view the passing blocking assignments. 
icons by holding to draw back the cam- When selecting a pass play from the Play 
era. You'll notice that each receiver will be Calling screen, the receiver route shown in 
shown with a passing icon. While viewing the blue is your quarterback’s first read on the 
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GAME CONTROLS 


“Max Block” ...........055 Initiate Max Pass Protection from running back 

“Super Max” ...........++5 Activate Max Pass Protection from two backs 

BOOUMUES  srirscyelarateresc ees e.0 Quarterback cadence 

EMO atte tivern ra sfaia.ae eve a/smce ts Snap ball 

“Call Audible” ............. Activate audibles (follow with “green triangle”, 
“red circle”, “blue x” or “purple square”) 

“Pre-read Routes” ......... Pre-read receiver routes 

SMOUOM sicinisrs voices wayevatataia Activate Receiver Motion 

“Change Player” ........... Cycle eligible players for motion 

“Send In Motion” .......... Send player in motion (this needs to be said 


after "Change Player") 


Pre-Snap Defensive Commands 


“Call Audible” ............. Activate audibles (follow with “green triangle”, 
“red circle”, “blue x” or “purple square”) 

“D-Line Spread” ........... Defensive linemen spread shift 

“D-Line Pinch” ............ Defensive linemen pinch shift 

“D-Line Left Shift” ......... Defensive linemen shift left 

“D-Line Right Shift” ........ Defensive linemen shift right 

“Reset Shift”.............. Reset defensive line shift 

“Linebacker Spread” ....... Linebacker spread shift 

“Linebacker Pinch” ........ Linebacker pinch shift 


play. On the field, be sure you know this 


receiver's passing icon. Since the play was Create Hot Routes 
designed specifically for him, make a quick 
read of the defense and try to get him the ball. eis ..Up-9 route 


If he’s covered, don’t force the throw. Instead, t+”. 
check your second, third, and fourth reads to ets 
find an open receiver. $+. 


..Corner-7 route 
..Out-3 route 
..Quick out-1 route 
..Hook-4 route 


tie ..Hitch-0 route 
SO sietess ..In-6 route 
= Player Hot Routes | eek, ene sa Post-8 route 
Hot Routes are receiver audibles called at 
the line of scrimmage before the snap. Hot create mismatches for your receivers and 
Routes enable you to change any of your cause the defense to break down in coverage. 
receiver's routes from the play called in the To create Hot Routes, press @ to move 
huddle. Creating new routes on the fly can the camera back and view all of your 
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GAME CONTROLS 


Headset Voice Recognition Commands (cont.) 
Pre-Snap Defensive Commands (cont.) 


“Linebacker Left Shift” ..... Linebacker shift left 

“Linebacker Right Shift” ....Linebacker shift right 

“Reset Linebackers” ....... Reset linebacker shift 

“Change Cover 1”.......... Change defensive assignments (other cover- 


ages include “Change Cover 2”, “Change Cover 
3”, and “Change Cover 4”) 


Post-Play Cut Scene 
“No Huddle” ............ Run the last play again 
“Skip Cut Scene” ........ Skip a cut scene or presentation piece 


Play Call Screen 


“Call Field Goal” ......... Choose field goal play 
“Call Punt Ball” .......... Choose punt play 
“Call Left Onside Kick” . . . .Choose onside kick to the left 


receivers. Press the Right Analog Stick # / $ 
to highlight a receiver. His icon will be high- 
lighted below him. Press ® to activate the 
receiver for a route change and enter new route. 
Press ® to confirm Hot Route. 


= Defensive Adjustments 


Getting your defense ready and figuring out 
your opponent's game plan will help your 
defensive coverages. One way to get your 
defense ready for each play is to view the offen- 
sive formation before the snap by pressing 
WEB. You'll be able to see how your defensive 
matchups line up against the offensive set. 

By pressing + @,, you can see the 
defensive assignments. Make sure your defen- 
sive backs and linebackers are set up to cover 
the skill players. If you see that you have the 
wrong defensive play called, call an audible to 
change it. 


If you just want to shift your defense to fill 
the gaps, and create mismatches prior to the 
snap of the ball, press to activate defen- 
sive line shift controls and HGEMI for line- 
backer shift controls. Press = /=>/ #/ $ 
to choose a shift direction, placing these units 
into more effective positions. 
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“Call Right Onside Kick” ..Choose onside kick to the right 


“Call Best play” ..... ... Choose best play for the situation 
“Call Short Pass” ........ Choose short pass play 

“Call Long Pass”......... Choose long pass play 
“Call Running Play” ...... Choose rushing / running play 
“Call Goal Line Run”...... Choose goal line run play 
“Call Goal Line Pass” ..... Choose goal line pass play 


General In Game 


“Quit Game” .......... Quit the game 

“Pause Game” ......... Pause the game 

“Ref Timeout” ......... Call timeout 

Front End 

“Online” ........... . ..Log on to network/Bring up online box 


For example, if you're playing with the 
Chargers and LaDainian Tomlinson sets a 
game rushing record, you'll be credited with 
that record by setting a personal user name 
for it. Each player, team, and season record 
that you set can be viewed by going to the 
User Records Menu. 

To activate the User Records tracking fea- 
ture, go to the User Records Menu and press 
® to check the status of the Record Tracking 


“Get credit for records set by 


a 
vest Hecas players and teams that you 


If you've always wanted to feel what it's control on the field.” 
like to set the big record out on the gridiron, 
now is your chance. User Records allow you Option. Press = / ™ to turn Record Track- 
to set records with players and teams that ing ON, then press @. Once records have 
you control during the game. You can set been set, they will automatically be loaded if 
User Records playing with any player from the memory card is inserted. 
any team. “ 
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Online Games 
Stir Excitement 
“Send out or answer a 


challenge to play in an 
online game or tourney.” 


| before 


be LEAVE 


{GlJerry] | don't know 
(GlJerry] I've played with them 


[GlJerry] they're easy 
[GlJerry] trust me 


do headset tag team 
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ONLINE GAME STAGING 


<< PLAYING... } Papa Roach - M-60 } 


c Accept and Lock Settings 


West Coast 


foogregfoo 


Se Oe esesy 


© OPTIONS 


© ADD CONTROLLER 


Bring it On...line! 


Gamers pumped for online competitions between friend and foe 
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GameDay Online 


Want to take your football experience to 
the next level? NFL GameDay 2004 Online has 
made it possible! Online, you have a number 
of exciting game options to choose from, 
including game challenges and hosting private 
tournaments with just your friends. You can 
even send out emails to coordinate the start 
time for a game. Up to eight users can play 
online. You can use a Multitap (for PlaySta- 
tion 2) and play with up to six users from 
each PlayStation 2 location. Press , from 
the Main Menu to go online. 


“To take your football experience 
online, press .™. from any of the 
front end screens.” 


Creating an Account 


To play NFL GameDay 2004 Online, you'll 
need to create an account by selecting a 
unique screen name and password. Each time 
you use the online function, you need to login 
using your screen name and password. This 
account will be accessible only to you and can 
be used for any of the future 989 Sports 


games, including NCAA® GameBreaker® 
2004, NBA ShootOut 2004 and NCAA® Final 
Four® 2004. 

Use the Online Welcome Lobby as your 
navigational tool through the entire online 
process. It will be your portal to creating 
games, posting messages, joining tourna- 
ments, checking out leaderboards, and much 
more. This screen also shows your user pro- 
file, listing your online information such as 
User Name, Rank, Affiliation (a team such as 
the Chargers that you want to be affiliated 
with), and User Statistics (e.g., record). 


=a 
GameDir) 
Nerves 
WELCOME 
USER NAME: GH 
GAMEDAY RANK: @ Rookie 
989 RANK: @ Rookie 


Included in the user profile is the 989 
Rank. It keeps track of your combined rank- 
ings for all 989 Sports online titles. Rankings 
(from GameDay, GameBreaker, ShootOut, 
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and Final Four) will be combined to show 
you where you rank among all 989 Sports 
online gamers. 


= Game Rooms 


The Game Rooms are where game chal- 
lenges take place. You can hunt down and 
find the perfect matchup for your skill level 
and create games to attract a worthy oppo- 


nent. In the Game Room, you can set up your 


Buddy List, which enables you to set up a 
Buddy Leaderboard. You can also view the 


players within your selected Game Room, add 


players to an ignore list (block out all chat 


messages and games from particular gamers), 


and see which of your buddies are online. 


Light Year 
RATEO 
VETERAN 


BUDDY LIST 


nt HOME 
2 HELP 


= Selecting a Game Room 


Whether creating a game or accepting a 


challenge, the Game Room option allows you 
to select from a group of games that fit your 

skill level. There are a number of 989 Sports 
Game Rooms including Rookie, Pro, Veteran, 
and Legend. When you enter the Game Room, 


you'll always enter it in the Rookie Game 
Room. All games listed or those that you've 
created upon entering the Game Room, will 
be within the Rookie Game Room. 

You can select a new Game Room from 


anywhere in the Game Rooms list by pressing 
@. Press F / $ to highlight a Game Room, 
then press @% to join it. You can also create a 
new Game Room by pressing @. By creating 


a new Game Room, you have a place where 
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you and your friends can meet to play games. 
Game Rooms are not private, so all other 
gamers will be able to enter them and join 
any game. 

Dial-up and Broadband Game Rooms are 
places for gamers using dial-up or broadband 
connections to play online. A gamer using a 
broadband connection may not want to play 
those using dial-up due to connection speed 
differences. From the Game Room List, press 
or §GEB to view all of the Game Room 
List pages. 


= Chatting and Choosing 


The Chat Area is where all available games 
are listed. While looking for a game, you can 
read through all the real-time chatting going 
on between potential opponents. Join in on 
the trash-talking and search for information 
on possible opponents. Anyone online within 
the same Game Room as you will be able to 
view your chat messages. To post a chat, from 
the chat screen, press & to bring up the vir- 
tual keyboard. Type in a message and enter it. 
Your message will be displayed in the chat 
window. 


Below the Chat Area is a list of games to 
play, updates of games already in progress, 
and results of games played. To select a game 
to play, press  / $ to move to the game 


Don’t forget to chat 


At any time during a game, press 
@. to bring up the chat window. You 
can chat with your opponent or com- 
municate in-game strategies with your 
online teammates, while playing. 


list. Continue to press # / $ to highlight a 
game, then press € to bring up the games 
details, including the game’s creator 
information. 
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After viewing the game’s information, availability and attempt to join your game. 
research potential opponents before joining a To see where all the action is, check out 
game by sending out chat messages to find the different Game Rooms before creating 
out more about them. If you want to continue your game. Choosing a Game Room with a lot 
and play the game, press @. You'll be of activity is a good place to start as it can 
brought to the team selection screen where minimize your wait for an opponent. When 
you can select your team for the game. someone accepts your challenge, view his 

user profile and decide whether or not you 
= Creating Games want to play him. 


Create as many games as you'd like to try 


and appeal to other online gamers. As long as = Quitting Games 


you're online, your game(s) will be displayed After accepting challenges or joining 
for all gamers to view and join. If you want to games, you must finish the entire contest or 
be penalized with a reduction of points previ- 
Mx: _—_— ously earned from other games. Losing points 
WY Jue ONLINE GAME STA will prevent you from entering higher level 
Si : Game Rooms and participating in games of 
Con higher skill levels. 
ROON ~ West coast 0 s Settings 
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Use the Game Room Settings to customize 
your online experience. This is where you can 
log off, edit your user profile, change your 


- - password, set receive invites on or off, and 
: edit hosting and connect options. 


= Leaderboard 
create a game that only you and a friend can : 


play, before you create a game, go to the Mail- Check out the real-time Leaderboards to 
box (see page 18) and send a private mes- see where you stand compared to all other 
sage to a friend with your game details. He online gamers. You can check the Overall, 
can meet you online to join the game. Weekly, Monthly, Affiliation, and Buddy 

To create a game from the Game Room, Leaderboards. Each user ranking will be list- 
press @%, then use the virtual keyboard to ed by ranking point total and provide details 
enter your game name. From the Online of team statistics. Affiliation Leaderboards will 


show all user stats with the same team affilia- 


“From the Mailbox, ) 
send out private emails "LEADERBOARD MENU 
to your friends to schedule 
game times.” ee sears F OVERALL Spent 

usanentowt WEEKLY LEADERBOARD 
MESSAGE BOARD 

Game Staging screen, select your team by PGE diainc avcsans ncaa 

pressing  / =. To change your game eevee BUDDY LEADERBOARD 

options such as hosting and game play EDIT PROFILE 


options, press @. While creating the game, 
all other online gamers will be able to view its 


CHANGE OPTION © SELECT OPTION © BACK 
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tions - listing the combined stats of all users 
in the Overall Affiliation Leaderboard. 


Buddy Leaderboard 


The Buddy Leaderboard is a place 
where you and your friends can pri- 
yately track each other's rankings. To 
use the Buddy Leaderboard, first go to 
the Game Room to add new buddies to 
your list. Once added, their ranking, 
along with yours, will be shown on the 
Buddy Leaderboard. From the Game 
Room, you can also view which bud- 
dies are online. See Game Rooms on 
page 15 for more information on 
buddy lists. 


= Tournaments 


For some gamers, tournament play is 
where it’s at. Create an online tournament or 
join others that have already been created. 
You can create private Tournaments, using 
password protection, to control who can join. 
When you create an online tournament, you 
can set it up to include 4-64 teams, set the 
date that it starts, and give online gamers a 
sign-up period in which to join. Once your 
tournament is created, users can go to the 
VIEW OR JOIN A TOURNAMENT option and 
select a tournament to participate in. Each 
tournament shows its status, registration 
details, and its start dates. 

a 
ee2), eatin) 
— CREATE TOURNAMENT 
TOURNAMENT NAME 
(0PT.) PASSWORD: 
CONFIRM PASSWORD 
DESCRIPTION 


| 
| 
Le 
l 


SIGNUP START: € 
SIGNUP END: € 
TOUR, START: © Ju! 
PLAYERS (MIN / MAX) 
RANK (MIN | MAX) 
QUARTER LENGTH: © 
PAIRING: € 


@ SELECT OPTION II WY CHANGE SELECTION @ BRING UP VIRTUAL KEYB 
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To sign up for a tournament, select a 
tournament menu (e.g., VIEW OR JOIN A 
TOURNAMENT) and press @%. A list of all 
available Tournaments for that category will 
be listed. Press  / $ to highlight a tourna- 
ment, then press % to view its information. If 
you'd like to join this tournament, press = / 
=> to select the SIGN UP option, then press 
©. Once you enter your team information, 
you’re ready to go. If the tournament is pri- 
vate, you need to enter the tournament cre- 
ator’s password to join. 


= Privatizing Your Tournaments 


To privatize your tournament, making 
them by invitation only, you must enter a 
password as the key into the tournament. 
From the setup screen, after naming your 
tournament, enter a unique password into 
the password field. When your tournament is 
listed, the Password Protected item will show 
the word “TRUE”, meaning your tournament 
is private. 


“Use online chatting 
and email to try and gain 
entry into a private 
tournament.” 


The only way to join a private tournament 
is to know the password. After creating a 
tournament, invite gamers to join by giving 
them the password and other important 
details using the Mail option on the Welcome 
screen. See Mail/Feedback on page 18 for 
more information. 


= Message Boards 


Message Boards are set up to provide a 
place for gamers to discuss football and 
other interests as well. NFL GameDay 2004 
has created multiple message board topics 
for you to join in. Enter the General Message 
board to create and discuss new topics and 
see what’s on the minds of other gamers. 
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= Mail / Feedback 


The Mailbox allows you to send private 
email messages to any online gamer, as long 
as you have their user name(s). Sending 
email is a perfect way to contact your friends 
about starting game times and to just talk 
football. You can also use email to join pri- 
vate tournaments by contacting the tourna- 
ment’s creator and getting the tournament's 
password. 


= Polls / Survey 


Fill out the latest polls and surveys to give 
opinions on a number of game issues. Polls 
and surveys will be constantly updated, so 
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check back often to fill them out and view 
the latest results. 


= News / Promos 


Check here for exciting news, reports, 
and updates from 989 Sports including 
updated game information, events, sweep- 
stakes, and happenings. 


= Edit Profile 


The Edit Profile option allows you to 
change any existing account. If you didn’t 
finish your user profile when you created 
your account, use the Edit Profile option to 
do so. 


Download Live Rosters Online 


Updating your rosters guarantees real-time player stats and abilities 


Use Live Rosters to obtain real-time, 
updated player and roster information for the 
league. Having updated rosters is beneficial 
because it provides weekly, real life player 
information. Each time you log on to play 
online, be sure to select the Rosters option 
and save Live Rosters to your MEMORY CARD 
(8MB) (for PlayStation 2). 

What if your team loses it’s starting run- 
ning back? Your backup will have to step in 
and produce for your team. He may be an 


Live Roster Gems 


“You never know if a rookie 
will explode and begin to 
show greatness.” 


unknown, but if he does well and exceeds all 
expectations, he could become a household 
name overnight. 

Rookies are an example of why you 
should download Live Rosters. For example, 
LaDainian Tomlinson had a standout season 
last year. Due to his play, his abilities 
increased from week to week. By updating 
rosters, you'll be able to get the true player 
information that you need to gain the advan- 
tage on the field. 
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> NFL GameDay 2004 offers a number of 
different game modes. You can compete in a 
single preseason game, play an entire season, 
create a tournament, control the front office 

° as general manager, take your team out on 
the practice field, or create a franchise that 
you can load as an expansion team in any 
game mode. Each provides excitement, chal- 
lenge, drama, and fun! 


“Before you play a game, online or 
off, load Live Rosters from your 
MEMORY CARD to update player 
information and abilities.” 


= The Preseason 


Preseason games are one-game formats 
matching up any two teams from the league, 
including All-Time and created teams. Play 
against teams not normally on your schedule 
or setup a classic matchup of two power- 
house teams. A great feature of Preseason 
mode is setting game options not available in 
other modes. These options include choosing 
a different stadium, selecting a game time, 
choosing weather conditions, and more. 


WOW PL 


GameDay) — - AIN MENU 
~emz00s TA 


= 7 


% PRESEASON 
% SEASON 
%& GENERAL MANAGER 
%& TOURNAMENT 
te PRACTICE 


* FRANCHISERIAI MENT 


During preseason games and setup, use 
the General Manager function to alter the 
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Game Modes Make It Real 


Every aspect of football is covered with GameDay’s mode options 


roster of any team. If you want to make 
trades or sign free agents, it’s all within your 
power. Make all the key roster moves that 
improve your team before or during the 
game, including creating players. 


Simulating Games 


If you'd like to skip a game, you can 
do so by simulating any or all of the 
season’s weeks. Once a week is simulat- 
ed, the final scores will be posted. You 
can simulate weeks at a time or entire 
seasons. To simulate the current week, 
highlight the Simulate Week option and 
press @. 

Press or to move forward 
through the weekly schedule, then press 
© to simulate. Press & to simulate all 
games up to that week. To simulate an 
entire regular season (without playoffs), 
press + R3. To simulate the rest of 
a regular season and playoffs, press 
+@. 


= Seasons 


Some gamers enjoy the challenge and rig- 
ors of playing out an entire season. In Season 
mode, you play a full 16 game season that 
includes competing in the playoffs — if your 
team is good enough. A complete set of 
reports and statistics are compiled as the sea- 
son unfolds that provides you with weekly 
player statistics. 


= General Manager 
Test your skills as a coach and general 


manager using the General Manager mode. 
Control a team by making every important 
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decision including replacing retired players, 
re-signing players with expired contracts, 
deciding on roster spots for rookies, drafting 
players, and handling the salary cap. 

As a GM, your job is to build a champi- 
onship team. During the season, your gener- 
al manager status will be evaluated and, if 
your team does well, you will remain as the 
GM. If the team doesn’t meet preseason 
expectations, you might be let go and look- 
ing for a new job. If you do get fired, other 
opportunities may open up, so keep check- 
ing the Coach Report to track your progress. 

After each season, your job as a GM real- 
ly takes off. You'll need to try and improve 
your team through trades, drafting, and sign- 
ing free agents. Each move could determine 
your team’s outcome and your fate as a 
coach and GM. 


STAR PLAYER 
#92 OF 


A. McFarland 


TEAM HISTORY 
(TAMPA BAY BUCCANEERS > 


OVERALL 


OFFENSE 76 
DEFENSE 87 
SPTEAMS #/ 


© REALIGN LEAGUE 


= Tournaments 


For those of you who want to skip the sea- 
son and jump into the playoffs, NFL GameDay 
2004 has the right solution. Using Tourna- 
ment mode you can create an eight or sixteen 
team tournament. Each bracket will include 
teams that you've chosen. In every round you 
can play each game or have the CPU simulate 
the outcome. 

All teams in the tournament are associated 
with a user name. You can create your own 
user names or use the default CPU names. 


Ru 
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Creating user names is a good way for you 
and your friends to see who controls each 
team when viewing the tournament brackets. 


Practice 


Practice Mode takes you out to a unique 
practice environment, where you can evaluate 
your team. In Practice, you can move the ball 
around the field, switch from offense to de- 
fense, practice any type of play (except cus- 
tom plays), view different camera angles, and 
more! Use the Hot Tips tutorial to learn new 
plays, strategies, and moves. Learn your 
team's strengths and weaknesses, while 
sharpening your skills. 


Franchise Management 


With NEL GameDay 2004, you can create 
a franchise from scratch and manage it in 


“Create new plays in 
your playbook and see if 
they work on the 
practice field.” 


any game mode. Each created team can 
be saved to a MEMORY CARD (8MB) (for 
PlayStation 2) and loaded for competition. 
When choosing teams, from the team selec- 
tion screens, press 2, to load your created 
team. If you have created and saved more 
than one team, you can select which team to 
load from the MEMORY CARD (8MB) (for 
PlayStation 2). If you've already loaded a 
team, press © to select your team. 

With a created Franchise, you have total 
control to edit your team’s playbook (with the 
Play Editor) and alter your team’s roster. 
When you edit or create your team, you have 
the option to generate players for your roster. 


peo SPOONS” ee NEGATE OS, 


“View the list of retired, record- 


& CREATED EA breaking players. Keep an eye on 
befits! > ' those records that your players 
%& VIEW ROSTERS oy “s ” 
+ sc ae, | could reach some day. 


REPLAY VIEWER 
4 


® Statistics Reveal True Talent 


If you like to keep track of player stats and 
make roster moves based on detailed infor- 


Reports And Stats mation, you'll have all you need to make any 


type of decision. The following are Statistic 


Season Mode provides detailed weekly | menu items. 


player and team information * TEAM LEADERS: View the team leaders 
in all offensive and defensive categories. 


Your team will be highlighted in blue. 


" NEL LEADERS: View the statistical leaders 


= Season Reports from the entire league. 


Season Reports are available during the * TEAM RANKINGS: View the team rank- 
course of the year and are updated each ings of each NFL team in every major cate- 
week. The following are Season Report menu gory. 
items. " INDIVIDUAL: View the individual stats of 
= PRO BOWL PROSPECTS: Voting for the every player in the league. 

Pro Bowl is based on the current season. = CAREER: In General Manager mode, you 

You'll be able to see the voting for each can view career record holders. 


conference. Players from your team will be 
highlighted in blue. 


= MVP AWARDS: View the players voted A, aan 
most valuable for each week's games. GameDay ) a 1 


CHANGE TEAM 7 WACK 


= TEAM REPORT: The Team Report will 
show all player injuries and the length of 
time each player will be sidelined. During 
post-season play, team status information 
will also be available. 


COACH REPORT: In General Manager 
mode, you can check the status of your aIVEAWAYS: 
coaching career to see if you’re making ie 
strides in building your future. - 


HALL OF FAME: In General Manager 
mode, you can view the updated record- 
breakers of retired players. 


WE GAMERWNeOeS See 


It’s Your 
Decision 


“You’ve waited 

for this opportunity, 
now as the GM, 
make it count.” 


Running Your Team As The GM 


Take control of team strategy and player changes 


® The Front Office decisions is that you take a lot of heat if things 
don’t go right on the field. If you can handle 
The Front Office is where you can make it, dive in and build your team. 
big things happen! Acting as GM, you have The salaries of the players are important 
control over all roster changes for your team. to watch. If you want to make a trade or sign 
It doesn’t take a genius to figure out that a free agents, you must be able to fit them 


under the salary cap. Before making roster 
changes, know the salaries of the players 
involved or your trade might get rejected. 


NFL Salary Cap Restriction = Editing Your Lineup 

Due to the NEL salary cap restric- 
tion, each team has a maximum As coach, you decide who plays each 
amount it can spend on player salaries. position. Whether rookies sit or veterans 
When signing, releasing, and trading start, you get to make the call. You can even 
players the salary cap will either use one of your star defensive players as an 
increase or decrease. This restriction is offensive weapon. You also have the power 
a part of all season formats, including to change your offensive and defensive play- 
General Manager. books by substituting players and making 


position changes. This allows you to add new 
wrinkles to your plays and forces your oppo- 
nent to make last second adjustments during 
team’s success is a direct result of the front the game. 
office’s activity. The problem with making the 


Ra 
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To change the lineups of your offense and 
defense: 
From the Side option, press = / = to 
choose a side of the ball (offense or 
defense). 
Press f / $ to choose the Formation 
option, then press = / ™ to choose a 
formation. 
Press f / $ to select the Player option, 
then press @. 
From the popup screen, press f / $ to 
select a player position, then press = / => 
to choose a different player for that posi- 


tion. You can make multiple substitutions if 


you like. 
= Press @ to return to the game. 


= Custom Playbook 


Your team’s playbook sets the stage for 
your game plan. The players still make the 
plays, but good play calling can keep your 
opponent off-balance. By just running the 
same plays over and over, the opponent will 
figure out your game plan. If he knows your 
plays, he’ll have a distinct advantage over 
your offensive and defensive strategies. 


Changing Your Playbooks 


The Custom Play Editor allows you to 
create custom offensive and defensive 
playbooks for your team. Each play with- 
in a team’s playbook can be changed by 
altering a player's assignment. On each 
play, you can change the pass route of a 
receiver, the blocking assignment of a 
tight-end, the running direction of a half- 
back, and much more. On defense, you 
can change blitz assignments, add stunts 
for linemen, and drop linebackers into 
coverage. 


To keep your opponent guessing, use the 
Custom Playbook option to make changes to 
your plays. From the Custom Play Editor, after 
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choosing a play, select each player in the for- 
mation and choose different assignments for 
them to execute. You can setup as many plays 
as can fit within your playbook. Remember to 
be creative and try to create something that 
will throw each opponent off-guard. 


LUSTUMPLAY zor li) 


Custom Play t 


Nickel 
Koy Player - 8 


BC LB: Rush R Gap B >a | 
UNDO PLAY 
RESTORE DEFAULT 
UNDO ALL PLAYS 
RESTORE ALL DEFAULTS 


= Choose Audibles 


While at the line of scrimmage, take a 
look at the opponent's formation. Is it what 
you thought you’d see? Should you make a 
quick play change at the line? If you see that 
the play you called won't work, audible to a 
different play before the snap. You have the 
option to call up to three different audibles at 
the line. 

To change your audibles, either from the 
Choose Audibles menu item or from the 
Pause Menu during a game: 
= Press to choose a side of the ball 

(defense or offense). If you’re playing on 

offense during a game when you use the 

audible option, offensive audibles will be 
shown. 

= Press ®, &, or © to choose an audible. 

= Press € / = to view formations, then 
press @, €, or © to make the formation 
change. 

= Press = / => to view plays, then press @, 
©, or © to make the play change. 

= Press @ to accept audible changes and 
return to the game. 
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= Trading Players 


Trading players can be a risky business. 
Pulling the trigger on player transactions 
sometimes takes someone with ice flowing 
through their veins. As a general manager, 
you'll find more often than not that you’re 
hated rather than loved. The team’s success- 
es and failures rest on your abilities to stock 
your team with talent. 


“The value of a trade is the result 
you get on the field. Sometimes it’s 
a risk that must be taken.” 


When a player doesn’t work out, the fin- 
gers start to point and most go in your direc- 
tion. That’s part of the job, to take the heat 
when the team falls short and to get the praise 
when it excels. Now you know why you get 
paid the big bucks to make these decisions! 


NL 


In NFL GameDay 2004, you can make 
trades with as many players as you'd like. You 
can attempt to trade one-for-one or one man 
for multiple players. However, the league can 
step in and reject a trade offer if it’s lopsided. 
If the league rejects a trade, try again with dif- 
ferent players. To make a trade: 
= Press = / ™ to choose a team to trade 

with. 
= Press or SEEM to change the position 

categories. 
= Press  / ¥ to select a player to trade, 
then press &% to add him to the trade 
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window. Make multiple player selections if 
you wish. 

Press © to change team windows, then 
press or HGR to change the position 
categories. 

Press  / $ to select a player, then press 
© to add him to the trade window. 

NOTE: Highlight a player in the team win- 
dow and press ® to bring up a player 
popup card to view his attributes and 
career stats. 

= Press © to move to the Trade option. 

= Press @& to make the trade. 

When prompted, press  / => to select 
YES from the popup box to proceed with 
the trade, then press & to complete the 
trade. 


= The Draft War Room 


Draft day is a much anticipated event for 
NEL teams. With all the hype, scouting com- 
bines, draft specialists, and possible draft-day 
trades, everyone’s on the edge of their seats. 
For teams coming off disappointing seasons, 
draft day is a new beginning - a time to 
restock their rosters. 

With NFL GameDay 2004, you don’t have 
to place your hopes on one player. Know the 
strengths and weaknesses of your team and 
make decisions based on the talent. You'll be 
drafting for all positions for 7 rounds. 

During the draft, you decide what positions 
to pick from. If you’re weak at rushing the 
passer, you should choose a pass rush special- 
ist in the first round. If your strength is quar- 
terback, select a quarterback in the fourth or 


“In NFL GameDay 2004, you 
can make trades with as many 
players as you'd like.” 


fifth rounds to groom for the future. You'll get 
the hang of it once the draft starts. 
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When a team you are drafting for comes 
up in the draft order: 
= Press = / = to choose a player position. 
= Press ¥ / $ to scroll through the players 
still available in the draft. You can press 
@ when a player is highlighted to view a 
popup card of his stats. 
= Press @& to draft a player. 


Signing Free Agents 


Signing key free agents can help get your 
club over the hump and become an instant 
contender. Free agents can be signed by any 
team and are found in the Free Agent Pool. 
The Free Agent Pool is made up of players 
released by other teams and those that have 
been created. 

To add a created player to the Free Agent 
Pool, while creating a player, press = / => 
from the team selection option to select FREE 
AGENT. Rosters max out at 53 players, so you 
may need to release players before signing 
free agents. To make room on the roster use 
the Release Player option. 


To sign a free agent: 
= Press / (EB to choose a team. 


= Press or HEEB to change free agent 
categories, listing the available players at 
each position. 


CHANGE 


PLAYERS: 51/5 


PK FREEAGENT POOL 
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= If there is room under the salary cap and 
you have openings on your roster, press 
4 / ¥ to highlight a player, then press 
©. Press @ to view a selected player's 
popup card, listing his attributes and 
career stats. 

= When prompted, press = / => to select 
ACCEPT from the popup box, then press 
@ to sign the player. 


Reset Rosters 


If you've made changes to the 
league’s rosters and would like to start 
over with a clean slate, use the Reset 
Rosters option. By resetting rosters, you 
will delete all players that have been cre- 
ated, reverse all player trades, and undo 
all player signings and releases. 


= Releasing Players 


You can release a player from any team 
and place him into the Free Agent Pool. Play- 
ers in the pool can be signed by any team. In 
General Manager mode, you can only release 
players from your own team. 


“Clear salary cap space or dump 
unproductive players by releasing 
them into the pool.” 


= Press / GEE to select a team. 
= Press f / $ to highlight a player, then 


press €%. Press ® to view a selected play- 


er’s popup card, listing his attributes and 
career stats. 

When prompted, press = / ™ to select 
RELEASE from the popup box, then press 
@ to release the player. 
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Superstar 
Players 
“The footwork and 


speed of super players 
can be yours.” 
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Creating Players Just Got Better 


Crank it up by creating players that can help your team 


= Create Player 


The Create Player option allows you to fill 
a hole on your roster or add depth to a posi- 
tion. You can also have some fun and create 
yourself using your own name and physical 
attributes. Up to 40 players can be created. 
From each attribute screen, press & when 
finished to continue. 
" Highlight the First or Last Name option, 
then press &% to activate the virtual key- 
board. You must enter a first and last 
name to continue. Press @ when your 
name is complete to enter it and deactivate 
the keyboard. 
From the remaining options on the screen, 
press f / ¥ to choose an option, then 
press = / = to make a change. 
Press # / $ to select Continue, then 
press € to move to the Player Appearance 
screen. 
Press  / $ to choose player characteris- 
tics, then press = / ™ to make changes. 
Press @ to continue to the Player Attribut- 
es screen. From this screen, adjust your 
player's running, body strength, and pass- 
ing abilities. There are 120 total points 


Nu 


“Get in the game and create your- 
self as a player by using your own 
physical makeup and ability.” 


that you can distribute among 12 cate- 
gories. Each time an ability is increased, 
the total number of points decreases. 
Press = / = to move through the player 
attributes available. 

Press F / $ to select an ability, then 
press = / ™ to change the ability level. 
Press €% to continue. 

View your player's summary, then if satis- 
fied, press &. 

When prompted, press = / = to select 
CREATE, then press @ to create the player. 


Creating Super Players 


By creating super players, you have the 
opportunity to bring a unique aspect to the 
game — creating players that can take com- 
plete control of what's happening on the field. 
With the Super Player option, you can create 
the ultimate weapon that strikes fear into 
opposing teams and forces them to take dras- 
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tic measures. Imagine the type of player you 
could add to your team by combining the arm 
accuracy, arm strength, running ability, and 
quickness of several superstar athletes into 
one player. 


= Creating a Team 


Create a Team is a new feature that gives 
you absolute control of a franchise! Choose 
your own team name, location, and design a 
team logo. Select uniform colors and styles, 
including jersey and helmet types. Decide 
your team’s type of stadium, end zone look, 
grass type, and midfield logo design. 
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Super Players 


The only difference between creating 
players and super players is at the Player 
Attributes screen. Instead of increasing 
and decreasing abilities in regard to 
point totals, you will be choosing from 
the NEL’s superstar players. For instance, 
if the selected attribute is running, you 
will be able to choose the running ability 
from the top runners in the league. 


Make Adjustments During The Game 


The Pause Menu gives you a second shot at making game changes 


Press 2, to pause the game and bring up 
the Pause Menu. Use the Pause Menu to 
change current game settings or to view game 
and player statistics. 


Instant Replay 


Instant Replay gives you a chance to ana- 
lyze the last play. Use the controls shown on 
the screen to control the flow of the replay. 
Press 2, to save a replay. You can view these 
again from the frontend, in the FRANCHISE 
MANAGEMENT menu in the REPLAY VIEWER 
section. Save your favorite plays and view 
them over and over. 


Call Timeout 

Each team receives three timeouts per 
half. The number of timeouts remaining will 
be shown. 
Substitutions 

Substitutions enable you to bring in “fresh 


legs” off the bench to replace tired or ineffec- 
tive players. You can substitute a player from 


the bench for any player on the field. Note 
that offensive players switched to defensive 
positions will not be credited with defensive 
Statistics. 


“Use the Undo and Restore 
features to return to the original 
formation setups.” 


From the Side option, press  / = to 


choose a side of the ball (offense or defense) 
for your substitution. If you are playing on 
offense when you use substitutions, this 
option will be shown as OFFENSE. 


Press f / 4 to choose the Formation 
option, then press  / = to choose a 
formation. 

Press  / $ to player position, then 
press  / ™ to choose a different player 
for that position. 


Press @ to return to the game. 


Choose Sides 


At any time during the game, any user can 


switch sides and play for the other team. 
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MUSIC 

“Archetype (Remix)” 

Performed by Fear Factory 

Written by Christian Olde Wolbers, Raymond Her- 
rera & Burton C. Bell. Published by BMG Songs, Inc. 
/ Hatefile Music administered by BMG Songs, Inc. 
[ASCAP] 


“Do It Again” 

Performed by Daniel Lenz 

© 2002 Psykohed Music [ASCAP] 
Courtesy of Riptide Music Inc. 


“Don't Be Afraid” 

Performed by Stereomud 

Written by Dan Richardson, Corey Lowery, Joey 
Zampella, Erik Rogers, John Fattoruso and Don 
Gilmore. 

© 2001 WB Music Corp. [ASCAP], Slate2000 Music 
[ASCAP], Coreyfl Music [ASCAP], Zampella Music 
[ASCAP], Esebren Music [ASCAP], SF2001 Music 
[ASCAP] and Irving Music Inc. / Four Forty Magnum 
Music [BMI]. All rights on behalf of Slate2000 
Music, Coreyfl Music, Zampella Music, Esebren 
Music and SF2001 Music administered by WB Music 
Corp. [ASCAP] Courtesy of Columbia Records by 
arrangement with Sony Music Licensing, 
www.sonymusic.com. Not for broadcast transmis- 
sion. All Rights Reserved. Used By Permission. Do 
Not Duplicate. 


“Doomsday (Instrumental)” 

Performed by Overseer 

Written by Robert Howes pka Dr. Chug 

© Warner/Chappell Music Ltd. [PRS] All rights on 
behalf of Warner/Chappell Music Ltd. [PRS] admin- 
istered by WB Music Corp. [ASCAP] Courtesy of 
Columbia Records by arrangement with Sony Music 
Licensing. www.sonymusic.com 

ALL RIGHTS RESERVED. USED BY PERMISSION. 


“Fleeting Glimpse” 

Performed by From Zero 

Produced, recorded and mixed by Warren Riker 
Written by From Zero 

Published by Zeros4Music [ASCAP] ® 2002 Arista 
Records, Inc.. Courtesy of Arista Records, Inc. 


“Intoxication” 

Performed by Disturbed 

Written by Dan Donegan, David Draiman, Steven 
Kmak and Michael Wengren. © 2002 WB Music 
Corp. [ASCAP] and Mother Culture Publishing 
[ASCAP] All rights on behalf of itself and Mother 
Culture Publishing administered by WB Music Corp. 
© 2002 Warner Bros. Records Inc. 

Courtesy of Warner Bros. Records Inc. by arrange- 
ment With Warner Strategic Marketing 

ALL RIGHTS RESERVED. USED BY PERMISSION. 
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“M-80 (Explosive Energy Movement)” 
Performed and written by Papa Roach 

© 2002 DreamWorks Songs [ASCAP] / Viva La 
Cucaracha Music [ASCAP]. Worldwide rights for 
DreamWorks Songs and Viva La Cucaracha Music 


administered by Cherry Lane Music Publishing Com- 


pany, Inc. [ASCAP] 

Courtesy of DreamWorks Records under license 
from Universal Music Enterprises. International 
Copyright Secured. All Rights Reserved. 


“Mad For It” 

Performed by Shootyz Groove 

Written by Donny Radeljic, Nelson Ramirez, Miguel 

Rodriguez & Jose Baez. © 1999 Warner-Tamerlane 

fae Corp. [BMI] and Tribal Instinct Music 
BMI 

All rights on behalf of Tribal Instinct Music [BMI] 


administered by Warner-Tamerlane Publishing Corp. 


[BMI] 

® 1999 Warner Bros. Records Inc. Courtesy of 
Warner Bros. Records Inc. by arrangement With 
Warner Strategic Marketing. 
www.shootyzgroove.com 

ALL RIGHTS RESERVED. USED BY PERMISSION. 


"Nice To Meet You" 

Performed, written and arranged by Head On 

© 2002 Head On Publishing Designee. Courtesy of 
Columbia Records by arrangement with Sony Music 
Licensing. www.sonymusi¢c.com 


“Not Like You” 

Performed by Systematic 

Written by Tim Narducci & Adam Ruppel. © 2003 
Aping Behaviour Music / Omega Ill Music / Sony - 
ATV Songs LLC [ASCAP]. ® 2003 Elektra Entertain- 
ment Company. Courtesy of Elektra Entertainment 
Company by arrangement with Warner Strategic 
Marketing. www.systematicl.com. All Rights 
Reserved. Used By Permission. 


“Show Me How To Live” 

Performed by Audioslave 

Lyrics written by Christopher J. Cornell, Music writ- 
ten by Audioslave. Published by Disappearing One 
Music [ASCAP], LBV Songs [BMI], Me3Publishing 
[BMI] and Melee Savvy Music [BMI]. Courtesy of 
Epic Records/Interscope Records by arrangement 
with Sony Music Licensing 

www.sonymusic.com 


“Subculture” (Dieselboy + Kaos Rock Remix) 
Performed by Styles of Beyond featuring Actual 
Proof 

Written by T. Bashir, R. Maginn, M. Richardson and 
C. Fisher. © & ® 2002 The Greenwich Music 
Group, Inc. 
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WARNING: It is a violation of Federal Copy- 
right Law to copy, duplicate or reproduce this 
Program or any portions of this Program or 
to synchronize this Program with video tape 
or film or to print the Compositions embod- 
ied in this Program in the form of standard 
music notation without the express written 
permission of the copyright owner. 


Footage courtesy of NEL Products. 
©NEL Photos. 


Riddell is a registered trademark of Ridmark 
Corporation. 


Dolby, Pro Logic, and the double-D symbol 
are trademarks of Dolby Laboratories. 


Copyright 2003 by STATS, Inc. Any commer- 
cial use or distribution of the Licensed Mate- 
rials without the express written consent of 
STATS is strictly prohibited. 


© 2003 NFL Properties LLC. Team names and 
logos are trademarks of the teams indicated. 
All other (NFL-related marks) are trademarks 
of the National Football League. Officially 
licensed product of PLAYERS INC. The PLAY- 
ERS INC logo is a registered trademark of the 
NEL players. www.nflplayers.com. © 2003 
PLAYERS INC. Designed and developed by 
Red Zone Interactive and 989 Sports develop- 
ment team. 989 Sports and the 989 Sports 
logo are registered trademarks of Sony Com- 
puter Entertainment America Inc. © 2003 
Sony Computer Entertainment America Inc. 
Footage courtesy of NFL Products. 


As required by 17 U.S.C. 403, third parties 
producing copyrighted works consisting pre- 
dominantly of the material appearing in NWS 
Web pages must provide notice with such 
work(s) identifying the NWS material incor- 
porated and stating that such material is not 
subject to copyright protection. 
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ONLINE USER AGREEMENT 


PLEASE READ THE ENTIRE AGREEMENT AND INDICATE WHETHER OR NOT YOU AGREE TO ITS 
TERMS BY CLICKING THE "AGREE" OR "DISAGREE" BUTTON AT THE BOTTOM OF THIS SCREEN. 
IF YOU CLICK THE "DISAGREE" BUTTON YOU WILL NOT BE ABLE TO PLAY THE ONLINE VERSION 
OF THIS GAME. CHECK WITH SONY COMPUTER ENTERTAINMENT AMERICA INC. (“SCEA”) CON- 
SUMER SERVICES AT 1-800-345-7669 WITHIN 30 DAYS OF YOUR PURCHASE FOR REFUND OR 
RETURN INFORMATION. PLEASE HAVE YOUR PURCHASE RECEIPT AVAILABLE. 


1. ACCEPTANCE OF AGREEMENT. This Agreement can be accepted only by an adult 18 years or 
older. By clicking the "AGREE" button, you affirm that you are an adult 18 years or older and you are 
accepting this Agreement on your own behalf or on behalf of your minor child (under 18). 


2. GRANT OF LICENSE. SCEA grants you a non-exclusive right to use this software for play on a 
PlayStation®2 computer entertainment system only. You may not (i) rent, lease or sublicense the 
software, (ii) modify, adapt, translate, reverse engineer, decompile or disassemble the software, (ii) 
attempt to create the source code from the object code for the software, or (iv) download game con- 
tent for any purpose other than game play. You may, however, transfer all your rights to use the soft- 
parte to another person provided that you transfer the original product and this Agreement with the 
software. 


3. AUTHENTICATION. This software uses “DNAS” (Dynamic Network Authentication System), a pro- 
prietary authentication system created by Sony Computer Entertainment Inc. (SCEI). “DNAS” retrieves 
information about a user's hardware and software for authentication, copy protection, account block- 
ing, system, rules, or game management and other purposes. The information collected does not 
identify the user personally. SCEI, SCEA and their affiliates cannot guarantee the continuous opera- 
tion of the “DNAS” servers and shall not be liable for any delay or failure of the “DNAS” servers to per- 
form. If you receive a message during login identifying a “DNAS” authentication error, please contact 
SCEA Consumer Services at 1-866-466-5333. For additional information concerning “DNAS”, visit 
www.us. playstation.com/DNAS. In the event of a systems incompatibility or inoperability with “DNAS”, 
the sole liability of SCEI, SCEA and their affiliates shall be limited to the repair or replacement of the 
user's affected game software, console, or peripherals at the option of SCEA. SCEI, SCEA and their 
affiliates shall not be liable for any delays, system failures, authentication failures, or system outages, 
which may, from time to time, affect online game play or access thereto. 


4, COLLECTION OF INFORMATION. When you login to play online, SCEA may retrieve information 
about the hardware, software and online connection you are using for copy protection, administration 
of the game site, account blocking, system, rules or game management and other purposes. Before 
you can play, you will be asked to create an account with a user, player or other game name (“game 
name’) and password. You may also be asked to select or provide additional information for a game 
profile. This game does not contain any personally identifying information. 


5. PROTECTION OF IDENTITY. When you choose a game name, choose an alias to protect your 
identity. Avoid using any part of your game name in your password. When you choose a password, 
choose a unique combination of letter and numbers that is unrelated to your game name or to any 
information you may share with other players in the game. SCEA will not ask you for your password 
and you should not provide this information to any third party. If the game is designed to save your 
game name, profile and password it will do so automatically and only to facilitate future game play. If 
your game name is inactive for a period of thirty days or more your account may be deactivated. To 
inquire about a deactivated account, please contact SCEA Consumer Services at 1-866-466-5333. 
Games without an automatic save feature will ask you to save your information to a memory card or 
hard disc drive. Always Keep your memory card in a secure location and do not lend it to others. You 
agree that you have no expectation of privacy or confidentiality in the personal information you may 
intentionally or unintentionally disclose through login, game play and chat. You should avoid saying 
anything personally identifying in chat. SCEA has no liability for any violation of this Agreement by you 
or by any other player. 


6. ONLINE CONDUCT. When you play, you agree to be respectful of your fellow players and never to 
engage in any behavior that would be abusive or offensive to other players, disruptive of the game 
experience, fraudulent or otherwise illegal. This includes but is not limited to: 


(a) Harassing or intimidating other players while chatting or playing this game online or using infor- 
mation obtained while chatting or playing this game to harass or intimidate fellow players outside of 
the game; 

(b) Using language, selecting names or creating any other content that is racially, ethnically or reli- 
giously offensive, sexually abusive, obscene or defamatory; 

(c) Using content that is commercial in nature such as advertisements, solicitations and promotions 
for goods or services; 

(d) Using as a game name the real name of any other person; 
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(e) Disrupting the normal flow of chat in game chat rooms; 

(f) Making a false report of user abuse to SCEA Consumer Services (see below); 

(g) Violating any local, state or national law including but not limited to laws related to copyright, trade- 
mark, defamation, invasion of privacy, identity theft, hacking and the distribution of counterfeit soft- 
ware; 

(h) Using a cheat code or cheat device. For a detailed explanation of the SCEA policy on cheating visit 
www.us.playstation.com/onlinecheating. 


If you violate this Agreement in any manner, SCEA may at its discretion and without notice to you tem- 
porarily or permanently block your account in this game and any related games. In appropriate cases, 
SCEA may bring legal action against you or cooperate in any government or private legal action or 
investigation relating to your conduct within the game. To report violations of this Agreement or to 
inquire about a blocked account, call SCEA Consumer Services at 1-800-345-7669. SCEA has no 
liability for any violation of this Agreement by you or by any other player. 


7. INTELLECTUAL PROPERTY RIGHTS. All title and intellectual property rights in and to the con- 
tent of this software is the property of the content owner(s) and may be protected by applicable copy- 
right and other intellectual property laws and treaties. This Agreement grants you no ownership rights 
in such content. All rights not expressly granted are reserved by SCEA. 


8. WARRANTY/DISCLAIMER. SCEA WARRANTS TO THE ORIGINAL PURCHASER OF THE GAME 
DISC THAT THE DISC IS FREE FROM DEFECTS IN MATERIALS AND WORKMANSHIP FOR A 
PERIOD OF NINETY (90) DAYS FROM THE DATE OF PURCHASE. SEE GAME MANUAL FOR LIM- 
ITED WARRANTY DETAILS. EXCEPT AS PROVIDED HEREIN, THE GAME DISC, SOFTWARE AND 
ALL RELATED SERVICES ARE PROVIDED "AS IS" AND, TO THE MAXIMUM EXTENT PROVID- 
ED UNDER LAW, SCEA DISCLAIMS ALL WARRANTIES OF ANY KIND, WHETHER EXPRESS OR 
IMPLIED, INCLUDING BUT NOT LIMITED TO ANY WARRANTIES OF MERCHANTABILITY OR 
FITNESS FOR A PARTICULAR PURPOSE. Without limiting the foregoing, SCEA does not 
promise that that this software will work properly with any network adaptor, modem, 
memory card or other peripheral device that has not been licensed by SCEI or SCEA. To 
insure compatibility use only PlayStation® or PlayStation® licensed products. Additional- 
ly, SCEA does not guarantee that you will be able to play this game at any time you want. 
From time to time, there may be problems related to access, delay and failure to perform 
that are beyond the immediate and reasonable control of SCEA. In the event of a dispute 
regarding the online functionality of this software (except with regard to the operation of 
“DNAS” explained in paragraph 3 above), you agree that the sole liability of SCEA and its 
affiliated companies will be limited to repair or replacement of the software. SCEA may, at 
its sole discretion, discontinue hosting of the game server at any time. SCEA has no lia- 
bility for such discontinuance. 


9, MODIFICATION. SCEA at its sole discretion may modify the terms of this Agreement at any time. 
You are responsible for reviewing the terms of this Agreement each time you login to play. By accept- 
ing this Agreement and by playing the game online, you agree to be bound by all current terms of the 
Agreement. To print out a current copy of this Agreement using your computer, go to www.us.playsta- 
tion.com/support/useragreements. 


10. GOVERNING LAW. This Agreement shall be construed and interpreted in accordance with the 
laws of the State of California applying to contracts fully executed and performed within the State of 
California. Both parties submit to personal jurisdiction in California and further agree that any dispute 
arising from or relating to this Agreement shall be brought in a court within San Mateo County, Cali- 
fornia. 


11. ENFORCEABILITY. If any provision of this Agreement shall be held invalid or unenforceable, in 
whole or in part, such provision shall be modified to the minimum extent necessary to make it valid 
and enforceable, and the validity and enforceability of all other provisions of this Agreement shall not 
be affected thereby. 


12. ENTIRE AGREEMENT. This Agreement constitutes the entire agreement between the parties 
hereto related to the subject matter hereof and supercedes all prior oral and written and all contem- 
poraneous oral negotiations, commitments and understandings of the parties, all of which are merged 
herein. 
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LIMITED WARRANTY 


Sony Computer Entertainment America (SCEA) warrants to the original pur- 
chaser of this SCEA product that this software is free from defects in mate - 
rial and workmanship of a period of ninety (90) days from the original date 
of purchase. SCEA agrees for a period of ninety (90) days either repair or 
replace, at its option, the SCEA product. You must call 1-800-345-SONY to 
receive instructions to obtain repair/replacement services. 


This warranty shall not be applicable and shall be void if the defect in the 
SCEA product has arisen through abuse, unreasonable use, mistreatment or 
neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO 
OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BIND- 
ING ON OR OBLIGATE SCEA. ANY IMPLIED WARRANTIES APPLICABLE TO 
THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABIL- 
ITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINE- 
TY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL SCEA BE 
LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING 
ee USE OR MALFUNCTION OF THE SCEA SOFTWARE 


Some states do not allow limitations as to how long an implied warranty 
lasts and/or exclusions or limitations of consequential damages, so the 
above limitations and/or exclusions of liability may not apply to you. This 
warranty gives you specific legal rights, and you may also have other rights 
which vary from state to state. 


RSA BSAFE® SSL-C and Crypto-C software from RSA security Inc. have 
been installed. RSA is a registered trademark of RSA Security Inc. BSAFE is 
a registered trademark of RSA Security Inc. in the United States and other 
countries. RSA 


This software uses "DNAS" (Dynamic Network Authentication System), a 
proprietary authentication system created by Sony Computer Entertainment 
Inc., to provide security and to help protect copyrighted content. The unau- 
thorized transfer, exhibition, export, import or transmission of programs and 
devices circumventing its authentication scheme may be prohibited by law. 
For additional information see www.us.playstation.com/DNAS. 


"PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment 
Inc."Live in your world. Play in ours." is a trademark of Sony Computer Entertainment America Inc. HDD 
logo is a trademark of Sony Comptuer Entertainment Inc. 


Players are responsible for all applicable internet fees. Online play requires internet connection 
and Network Adaptor for PlayStation 2 (sold separately). Online icon is a trademark of Sony Computer 
Entertainment America Inc. Licensed for play on PlayStation 2 computer entertainment systems with the 
NTSC U/C designation only. All games featured are trademarked and copyrighted properties of their 
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Look for this icon, It 
identifies online capabilities 
in PlayStation®2 games. 
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THE 
GAIN! 


Online gaming for 
PlayStation®2 has 
arrived. 


Thousands of people are 
taking part in this new 
experience on PlayStation 
2. Whether you want to 
Start your own east coast- 
West Coast rivalry with "NFL 
GameDay™ 2004", or test 
Out who's best on the block 
in "My Street™", you're 
sure to find a ton of new 
friends to play the best 
games with. Even if they 
live in a different state. 


These are just a few of the games to look for 
with online capabilities on PlayStation 2: 


Amplitude 

ATV Offroad Fury™ 2 
Auto Modellista™ 
Chessmaster® 

ESPN NBA Basketball 
ESPN NFL Football 
EverQuest Online Adventures™ 
Madden NEIL 2003 
Madden NFL 2004 
Midnight Club II 

My Street™ 


NBA 2K3 

NBA Live 2003 

NCAA® College Basketball 2K3 
NCAA® Football 2004 

NCAA® GameBreaker® 20()4 
NFL 2K3 

NFL GameDay™ 2004 
SOCOM II: U.S. Navy SEALs 
Syphon Filter®: The Omega Strain 
Tony Hawk's Pro Skater™ 3 
Tribes™ Aerial Assault 
Twisted Metal:Black® ONLINE 


LIVE IN YOUR W*RLD. 
PLAY IN 


URS: 


